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Sir: 

i, Richard W. Poole, being duly sworn, hereby state: 

1 . I am employed by IGT as a Gaming Machine Programmer. 

2. I am generally familiar with the subject matter claimed in the above referenced 
patent application, and I am generally familiar with the inventions disclosed therein. 

3. I am a named inventor in the above referenced application. 

4. A partially redacted printout of the programming code for implementation of a 
commercial embodiment of the present invention is attached hereto as Exhibit A. 

5. This portion of the programming code is part of the software executed by a 
processor of a gaming machine having a display device such that the processor causes 
the display device to display video reels. 



6. The programming code includes a remarks section on pages 6 to 7, followed 



by a programming module on pages 7 to 1 1 . 

7. The remarks section describes what functions the programming module or the 
code causes the gaming machine to perform when the module is executed by the 
processor, 

8. The following remarks section appears on pages 6 to 7 of the programming 
code. The remarks section describes the logic of the code and thus of the gaming 
machine: 

If this is the very first free game: 

Stop the win cycle of the reels. 

Start playing the free-game song. 

Rise the big elephant head up from the bottom of the 

reels. 

Play the BIG ELEPHANT HEAD Flic and flash 
the "Bonus Initiated" message. 
Show the bonus initiated message. 
Hide the bonus initiated message. 
Lower the big elephant head, 
re-draw the reels 
If this is a free-game. 

Hide the denomination and tokenization controls since 
they are both in the same position as the free-games 
meter. 

Draw the Games Left Meter 
Draw the Number of Games Left PICTURE 
Draw the Free Games Message PICTURE 
If we have no free games left: 

Rise the big elephant head up from the bottom of the 
reels. 

Play the BIG ELEPHANT HEAD Flic and flash the 

"Bonus Completed" message. 

Show the bonus completed message. 

Hide the bonus completed message. 

Lower the big elephant head. 

re-draw the reels 

Hide all of the re-spin controls. 

Re-enable the game controls. 

Stop the free game song. 
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9. The processor executes the programming module "void slot 
slot2_5ek_stateJdle (Game * game)" on pages 7 to 11 of the programming code. 
Executing this module the processor causes the display device to display the video 
reels and display the exhibition. The exhibition includes an elephant head at the 
position of three of the reels which includes at least two adjacent symbols on at least 
one of the reels. The display informs the player that they have reached one of the 
game outcomes by showing the bonus initiated message. 

10. The programming module also illustrates one aspect of the commercial 
embodiment wherein during the display of the exhibition, the reels are re-drawn in 
different positions to give the effect that the reels are shaking. 

1 1 . The printout of the portion of programming code attached hereto as Exhibit A 
is a true and accurate document associated with the development of this commercial 
embodiment of the claimed invention. 

12. The programming code was written at least as early as June 17, 1999. 

13. Therefore, with respect to Claim 1 and based on the programming code of 
Exhibit A, I believe that a gaming device having a display device, a processor operable 
to communicate with the display device, a plurality of video reels adapted to be 
displayed by the display device at a plurality of positions of the display device and 
controlled by the processor, a plurality of symbols on the video reels, a plurality of game 
outcomes, and an exhibition which is controlled by the processor and displayed by the 
display device at positions on the display device of at least two of the adjacent symbols 
on at least one of the video reels adjacent to at least one other of the video reels when 
one of the symbols or a combination of the symbols occurs on the video reels, wherein 
the exhibition informs a player that they have reached one of the plurality of game 
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outcomes, was conceived at least as early as June 1, 1999, and reduced to practice at 
least as early as June 17, 1999. 

14. With respect to Claim 15 and based on the programming code of Exhibit A, I 
believe that a gaming device having a display device, a processor operable to 
communicate with the display device, a plurality of video reels adapted to be displayed 
by the display device at a plurality of positions of the display device and controlled by 
the processor, a plurality of symbols on the video reels, a plurality of game outcomes, 
and an exhibition which is controlled by the processor and adapted to be displayed by 
the display device at positions on the display device of at least two adjacent symbols in 
a row on adjacent video reels, wherein at least one of the symbols is adjacent to at least 
one other of the video reels, when one of the symbols or a combination of the symbols 
occurs on the video reels, wherein the exhibition informs a player of the gaming device 
that the player has reached one of the plurality of game outcomes, was conceived at 
least as early as June 1, 1999, and reduced to practice at least as early as June 17, 
1999. 

15. With respect to Claim 17 and based on the programming code of Exhibit A, I 
believe that a gaming device having a display device, a processor operable to 
communicate with the display device, a plurality of video reels adapted to be displayed 
by the display at a plurality of positions of the display device and controlled by the 
processor, a plurality of symbols on the video reels, a plurality of game outcomes, and 
an exhibition which is controlled by the processor and adapted to be displayed by the 
display device at positions on the display device of at least three adjacent symbols in a 
row on adjacent video reels which are disposed between and adjacent to at least two 
otheir of the video reels when one of the symbols or a combination of the symbols 
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occurs on the video reels, wherein the exhibition informs a player of the gaming device 
that the player has reached one of the plurality of game outcomes, was conceived at 
least as early as June 1, 1999, and reduced to practice at least as early as June 17, 
1999. 

16. With respect to Claim 19 and based on the programming code of Exhibit A, I 
believe that a gaming device having a display device, a processor operable to 
communicate with the display device, a plurality of video reels adapted to be displayed 
by the display device at a plurality of positions of the display device and controlled by 
the processor, a plurality of symbols on the video reels, a plurality of game outcomes, 
and an exhibition which is controlled by the processor and adapted to be displayed by 
the display device at positions on the display device of at least two of the adjacent 
symbols on at least one of the video reels adjacent to at least one other of the video 
reels when one of the symbols or a combination of the symbols occurs on the video 
reels, wherein the exhibition includes an animation having at least one moving image at 
least partially displayed at the position of the adjacent symbols and which informs a 
player of the gaming device that the player has reached one of the plurality of game 
outcomes, was conceived at least as early as June 1, 1999, and reduced to practice at 
least as early as June 17, 1999. 

17. With respect to Claim 21 and based on the programming code of Exhibit A, I 
believe that a gaming device having a display device, a processor operable to 
communicate with the display device, a plurality of video reels adapted to be displayed 
by the display device at a plurality of positions of the display device and controlled by 
the processor, a plurality of symbols on the video reels, a plurality of game outcomes, 
and an exhibition which is controlled by the processor and adapted to be displayed by 
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the display device at positions on the display device of at least two adjacent symbols in 
a row on adjacent video reels, at least one of the symbols is adjacent to at least one 
other of the video reels, when one of the symbols or a combination of the symbols 
occurs on the video reels, wherein the exhibition includes an animation having at least 
one moving image at least partially displayed at the positions of the adjacent symbols 
and which informs a player of the gaming device that the player has reached one of the 
plurality of game outcomes, was conceived at least as early as June 1, 1999, and 
reduced to practice at least as early as June 17, 1999. 

18. With respect to Claim 23 and based on the programming code of Exhibit A, I 
believe that a gaming device having a display device, a processor operable to 
communicate with the display device, a plurality of video reels adapted to be displayed 
by the display at a plurality of positions of the display device and controlled by the 
processor, a plurality of symbols on the video reels, a plurality of game outcomes, and 
an exhibition which is controlled by the processor and adapted to be displayed by the 
display device at positions on the display device of at least three adjacent symbols in a 
row on adjacent video reels which are disposed between and adjacent to at least two 
other of the video reels when one of the symbols or a combination of the symbols 
occurs on the video reels, wherein the exhibition includes an animation having at least 
one moving image at least partially displayed at the positions of the adjacent symbols 
and which informs a player of the gaming device that the player has reached one of the 
plurality of game outcomes, was conceived at least as early as June 1, 1999, and 
reduced to practice at least as early as June 17, 1999. 
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I hereby declare that all statements made herein of my own knowledge are true 
and that all statements made on information and belief are believed to be true, and 
further, I acknowledge that willful false statements and the like are punishable by fine or 
imprisonment, or both, under §1001 of Title 18 of the United States Code and may 
jeopardize the validity of the application or any patent issuing thereon. 

Signature Date Signed 




Name: Richard W. Poole 



Address: 



State of Nevada 



County of U^^vcy ) 



)SS. 
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/* (c) copyright 1999 International Game Technology 

$Header: D:/cvsrepo/v960/v960_Legacy/Games/slot/slt2_5ek.c,v 1.1 1999/07/28 

19:25:30 rpoole Exp $ 

V 

File Name : slt2_5ek.c 

Description : Elephant King Slot class defintion. 
Author Date Modifications 



Richard Poole 28 Jul 99 initial Revision. DCS #4033 




V 
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REEL STOP SOUND 




V 



REEL SPIN EXTRAS - NORMAL PLAY 




/^=========================== ======== ==================== 

slot2_5ek_state_icne( Game * game ) 
Function: 

Parameters: Game * game - pointer to the current game class. 
Remarks: Overridden to handle the free games counter. 
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Logic Flow: if this is the very first free game: 
Stop the win cycle of the reels. 
Start playing the free-game song. 

Rise the big elephant head up from the bottom of the reels 
Play the BIG ELEPHANT HEAD Flic and flash the "Bonus 

Initiated" message. 

Show the bonus initiated message. 

Hide the bonus initiated message. 
Lower the big elephant head. 

re-draw the reels 
If this is a free-game. 

Hide the denomination and tokenization controls since they 

are both 

in the same position as the free-games meter. 
Draw the Games Left Meter 
Draw the Number of Games Left PICTURE 
Draw the Free Games Message picture 
If we have no free games left: 

Rise the big elephant head up from the bottom of the reels 
Play the BIG elephant head Flic and flash the "Bonus 

completed" message. 

show the bonus completed message. 

Hide the bonus completed message. 
Lower the big elephant head, 
re-draw the reels 
Hide all of the re-spin controls. 
Re-enable the game controls, 
stop the free game song. 

Returns: Nothing 

Author Date Modifications 



Richard Poole 06-17-99 Initial Revision. 

====================================:====:====s=======i==========================* 

void slot2_5ek_state_idle( Game * game ) 

Slot2_5EK * slt2_5ek = (slot2_5EK*)game; 
Slot * slot = (Slot*)game; 
Reels2 * rls2 = (Reels2*)slot->reels; 
int i , X = 1; 

/* If this is the very first free game: */ 
if ( slot->f ree_play_games == 3 ) 

/* Stop the win cycle of the reels. */ 

del ay ( 500 ); 

rls2->proc->win_cycle_stop( rls2 ); 
rls2->proc->unhilite_symbols( slot->reels ); 

rls2->proc->draw_f rameC (Reels*)rls2 ); 

/* Start playing the free-game song. */ 
slot2_5ek_play_free_game_song( slt2_5ek, true ); 

/* Rise the big elephant head up from the bottom of the reels. */ 
for( i = 0; i <= 30; i++ ) 

wait_vblank( 352 ); 

draw.f 1 i c_pi cture_f rame( f 1 i c_sl ot_el ephant_ki ng_bi g_head_ri se , 
164, 52, i ); 

del ay ( 500 ); 
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/* Play the BIG ELEPHANT HEAD Flic and flash the "Bonus initiated" 
message. */ 

regi ster_sound( (Sound^Regi strati on.Data*)&el ephant_ki ng_bonus_el ephant 

); 

for( i =0; i < 13; i++ ) 
wait_vblank( 352 ); 

draw_flic_picture_frame( flic_slot_elephant_king_big_head, 164, 52, 

i ); 

/* show the bonus initiated message. */ 
if ( X == 1 ) 

set_control_position( slot- 
>COntrols[SLOT2_5EK_CONTROL_BONUS_INITIATED] , 188, 290, TRUE ); 
X = 0; 

/* Hide the bonus initiated message. */ 

else 

{ 

set_control_position( slot- 
>COntrols[SLOT2_5EK„CONTROL_80NUS_INITIATED] , 1000, 1000, TRUE ); 

X = 1; 

del ay ( 100 ); 

delayC 1250 ); 
wait^vblankC 352 ); 
set_control_position( slot- 

>COntrols[SLOT2_5EK_CONTROL_BONUS_INITIATED] , 1000, 1000, TRUE); 

/* Lower the big elephant head. */ 
for( i = 0; i <= 30; i++ ) 

wait_vblank( 352 ) ; 

draw_f 1 i c_pi cture_f rameC f 1 i c«sl ot_el ephant^ki ng_bi g_head_f al 1 , 
164, 52, ^i ); 

/* re-draw the reels */ 
wait.vblankC 352 ); 

slot->reels->proc->draw( slot->reels ); 

} 

/* If this is a free-game. */ 
if ( game->f ree_play_games ) 

int frame; 

del ay ( 1000 ); 

frame = game->f ree_play_games - 1; 
slt2_5ek->bonus_ek_games = game->f ree_play_games; 

/* Hide the denomination and tokenization controls since they are both 

in the same position as the free-games meter. */ 
hide_control( game->controls[GAME_CONTROL_DENOMlNATlON] ); 
hide.control( game-'>controls[GAME.CONTROL_TOKENlZATlON] ); 

set_control_position( game- 

>COntrols[SLOT2_5Eie.CONTROL_RESPIN_WIN_|VlESSAGE] , 36, 9, TRUE ); 

set«control_position( game->controls[SLOT2_5EK„CONTROL„RESPlNS] , 246, 
6, TRUE ); 

set_control_position( game- 
>COntrols[SLOT2_5EK_CONTROL_RESPINS_MESSAGE] , 130, 7, TRUE ); 
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/* Draw the Games Left Meter */ 

set_picture_control_normal ( game->controls[SLOT2_5EK_CONTROL_RESPlNS] , 

*el ephant^ki ng^respi n_di gi ts [frame] ) ; 
set_picture_control_hilited( game->controTsCSLOT2„5EK_CONTROL_RESPiNS] , 

*el ephant_ki ng_respi n_di gi ts [frame] ) ; 
show_control( game->controls[SLOT2_5EK_CONTROL_RESPINS] ); 

/* Draw the Number of Games Left PICTURE */ 

show_control( game->controls[SLOT2_5EK_CONTROL_RESPINSj^ESSAGE] ); 
/* Draw the Free Games Message picture */ 

show_control ( game->controls[SLOT2.5EK_CONTROL«.RESPlN_WlN_MESSAGE] ) ; 

} 

/* If we have no free games left: */ 
else 

if ( slt2_5ek->bonus_ek_games != 0 ) 

rls2->proc->win_cycle_stopC rls2 ); 
rls2->proc->unhilite_symbols( slot->reels ); 

/* Rise the big elephant head up from the bottom of the reels. */ 
for( i = 0; i <= 30; i++ ) 

wait_vblank( 352 ); 

draw_f 1 i c_pi cture^f rame( f 1 i c_sl ot_el ephant_ki ng_bi g_head_ri se , 

164, 52, i ); 

} 

del ay ( 500 ); 

/* Play the BIG elephant head Flic and flash the "Bonus Completed" 

message. */ 

register_sound( 
(Sound^Regi strati on_Data*)&elephant_king_bonus_elephant ) ; 
for( i = 0; i < 13; i++ ) 

wait^vblankC 352 ); 

draw_f 1 i c_pi ctu re_f rame ( f 1 i c_sl ot_el ephant.ki ng_bi g_head , 164 , 

52, i ); 

/* show the bonus completed message. */ 

if ( X 1 ) 

{ 

set_control_posi tionC slot- 
>COntrols[SLOT2_5EK_CONTROL„BONUS_COMPLETED] , 188, 290, TRUE ); 

X = 0; 

/* Hide the bonus completed message- */ 

else 

{ 

set_control_posi tion( slot- 
>COntrols[SLOT2_5EK_CONTROL_BONUS_COMPLETED] , 1000, 1000, TRUE); 



del ay C 100 ); 

del ay ( 1250 ); 
wait^vblankC 352 ); 
set_control_position( slot- 
>COntrols[SLOT2_5Eie.C0NTR0L_B0NUS_C0MPLETED] , 1000, 1000, TRUE ); 

/* Lower the big elephant head. */ 
for( i = 0; i <= 30; i++ ) 

wait„vblank( 352 ); 
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draw_flic_picture_frame( flic_slot_elephant_king_big.head„fall , 

164, 52, i ); 

} 

/* re-draw the reels */ 
wait_vblank( 352 ) ; 

slot->reels->proc->draw( slot->reels ); 

rls2->proc->draw_f rameC (Reels*)rls2 ); 

slt2_5ek->bonus_ek_games = 0; 

/* Hide all of the re-spin controls. */ 
set_control_position( game- 

>COntrols[SLOT2_5EICCONTROL«RESPIN_WIN_MESSAGE] , 1000, 1000, TRUE ); 

set_control_position( game->controls[SLOT2_5EICCONTROL_RESPlNS] , 1000, 
1000, TRUE ); 

set_control_position( game- 
>Controls[SLOT2„5EICCONTROL_RESPINS«.MESSAGE] , 1000, 1000, TRUE ); 



hide_control ( game->controls 
hide_control ( game->controls 
hide_control ( game->controls 



SL0T2_5EK_C0NTR0L.RESPIN_WIN_MESSAGE] ) ; 
SLOT2_5EK_CONTROL_RESPINS] ) ; 
SLOT2_5EK.CONTROL_RESPINS_MESSAGE] ) ; 



game->proc->show_denomination( game ); 



/* Re-enable the game contro 
show_control ( game->controls 
show_control ( game->controls 
show_control ( game->controls 



show_control ( game->controls[GAME_CONTROL_BET_MAX] ); 



show_control ( game->controls 
show_control ( game->controls 



s. V 

GAME_CONTROL_MENU_CASHOUT] ) ; 
GAME.CONTROL_HELP] ); 
GAME_CONTROL_VIEWPT] ); 



SL0T2_C0NTR0L_SELECT_LINES] ) ; 
SL0T2_C0NTR0L_.BET_LINES] ) ; 



} 



/* Stop the free game song. */ 

slot2_5ek_play_f ree_game«.song( slt2_5ek, FALSE ); 

slot2_state_idle( game ); 



void slot2_5ek„state_startl( Game * game ) 

Slot2_5EK * slt2_5ek = (Slot2_5EK*)game; 

/* If we are in Free Game Mode: */ 
if ( game->f ree_play_games ) 

int frame; 

/* hide the denomination and tokenization controls. */ 
hide_control ( slt2_5ek->controls[GAME_CONTROL_DENOMlNATlON] ); 
hide_control ( slt2_5ek->controls[GAME„CONTROL_TOKENlZATlON] ); 

/* The frame number is the number of games minus 1 

to ensure zero-indexing into the array of pics */ 
frame = game->f ree_play_games - 1; 

/* Draw the Games Left Meter */ 

set„picture_control_normal ( game->controls[SLOT2_5EK_CONTROL_RESPlNS] , 

*el ephant_ki nq^respi n_di gi ts [frame] ) ; 
set^pi cture_control_hi 1 i ted( game->controTs [slot2_5ek_control.rESPINS] , 

*el ephant_ki ng_respi n_di gi t s [frame] ) ; 
show_control ( game->controls[SLOT2_5EK_CONTROL_RESPlNS] ); 

/* Draw the Number of Games Left PICTURE */ 



Page 10 



show^control ( game->controls[SLOT2_5ElC-CONTROL«RESPlNSjviESSAGE] ); 
/* Draw the Free Games Message PICTURE */ 

show_control ( game->controls[SLOT2_5EK_CONTROL_RESPIN_WIN_MESSAGE] ) ; 
slot2_state_startl( game ); /* call base class */ 
control_.activate(game->controls[SLOT2_5EK_iN_GAME„MESSAGE] , true) ; 
slot2_5ek_override_random_stops_with_held_reels( slt2_5ek ); 
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